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SAFETY INFORMATION 

About Photosensitive Seizures 

A very small percentage of people may experience a seizure when 
exposed to certain visual images, including flashing lights or 
patterns that may appear in video games. Even people who have no 
history of seizures or epilepsy may have an undiagnosed condition 
that can cause these "photosensitive epileptic seizures" while 
watching video games 

These seizures may have a variety of symptoms, including 
lightheadedness, altered vision, eye or face twitching, jerking or 
shaking ot arms or legs, disorientation, confusion, or momentary 
loss of awareness. Seizures may also cause loss ot consciousness or 
convulsions that can lead to injury from falling down or striking 
nearby objects. 

Immediately stop playing and consult a doctor if you experience any 
of these symptoms. Parents should watch for or ask their children 
about the above symptoms - children and teenagers are more likely 
than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by 
sitting farther from the television screen, using a smaller television 
ii, playing in a well-lit room, and not playing when you are 
drowsy or fatigued. 
If you or any of your relatives have a history of seizures or epilepsy,^ 
consult a doctor before playing. 

Other Important Health and Safety Information 

The Xbox 1 " Instruction Manual contains important health and safety 
information that you should read and understand before using this 
software 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially;: 
front- or rear-projection types, can be damaged if any video games, 
including Xhox"" games, are played on them. .Sialic images presented 
during the normal course of game play may "burn in" to the screen, 
causing a permanent shadow of the static image to appear at all 
times, even when video gathes are not being played. Similar damage 
may occur from static imajjes created when placing a video name on 
hold or pause. Consult your tele\ ision owner's manual to dele! mine 
it video ynu's can be safely played safely on your set. It von .11. 
unable to find this inro-mation in the owner's manual, conta 
television dealer or the manufacturer to determine it video ■ ■■. - 
can be played safely on raR&et. 

ed co| 11 \ el ■ engineering, transno'. ion 

1, rental, pay tor play, or circumvention ol copy 
-roh'ibkeu. i 
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Using the Xbox™ Video Game System 

Disc Tray 




Controller port 1 
Controller port 2 



J 



Eject button 

Power button 



L Controller port 4 
— Controller port 3 



1. Set up your Xbox™ video game system by following the 
instructions in the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light 
up. 

3. Press the eject button and the disc tray will open. 

4. Place the Broken Sword 'The Sleeping Dragon disc on the disc 
tray with the label facing up and close the disc tray. 

5. Follow on-screen instructions and refer to this manual for more 
information about playing Broken Sword - The Sleeping Dragon. 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart- 
shaped. 

• Do not leave a disc in the Xbox console for extended periods 
when not in use. 

• Do not move the Xbox console while the power is on and a disc 
is inserted. 
Do not apply labels, stickers, or other foreign objects to discs 



Using the Xbox Controller 



Expansion slot A 



Right WUflei 




huri*» ' 



nmdtonal pan 



Hlnht ihumUstfck 



1. Insert the Xbox Controller into any controller port on the front of the 
Xbox console. For multiple players, insert additional controllers into 
available controller ports. 

2. Insert any expansion devices (for example, Xbox Memory Units) into 
controller expansion slots as appropriate. 

Follow the on-screen instructions and refer to this manual for more 
information about vising the Xbox Controller to play Broken Sword - 
The Sleeping Dragon. 



3. 




Game Controls (Quick Reference) 



Expansion slot A 




Expansion slot B 



Crouch/Creep 



Character Movement' 

Scroti Inventory end 

Conversation Topics.'' 

Navigate Menus 

Move back In Menus 

Pause Barna/ 

Safect a Menu Option 




In game- contact senstttve 
In game context sensitive 
In game - context sensitive / 
Menu -Back 

In gstne - context sensitive / 
Menu -Salad 

Inventory, 






Scroll inventory/ 

Scroll Convaisation Topics/' 

Cycle between Multiple Highlights. 

Navigate Menus 



Scroll Conversation Topics/ 
Cgcle between Multiple Highlights/ 
Navigate Menus 






Getting Started 

Set up your Xbox™ video game system from Microsoft as in the 
Xbox Instruction manual. 

Broken Sword - The Sleeping Dragon is a game for one player. To 
get started, insert the Broken Sword - The Sleeping Dragon disk 
into your Xbox console. After the game loads you will be greeted 
by an introductory screen. Press START on the Xbox Controller to 
progress to the Main Menu., from here you can choose to start a 
new game. 

Introduction 

Powerful seismic events are shaking the world. Something sinister 
is emerging. An Ancient Conspiracy, the Secret of the Templars, 
and a fiendish source of pure Evil are responsible. The death of a 
back bedroom computer hacker in Paris is just the beginning of 
another extraordinary adventure for George Stobbart and Nico 
Collard. Welcome to the world of Broken Sword. 

Broken Sword- The Sleeping Dragon offers you the opportunity to 
experience an extraordinary, epic adventure. Building on the 
success of its million-selling prcquels, the game utilises a powerful 
new direct-control interface which provides radical, intuitive 
gameplay. Cutting-edge radiosity graphic technology, hand created 
animations, and cinematic storytelling combine in a unique game 
that redefines a genre. 

Don't worry if you have never played an adventure game before. 
The game has a simple interface system. There's also a walk- 
through for the first section at the back of this manual. With 
challenges that are primarily cerebral, it is quick thinking that is 
needed. The interface is intuitive and will be quickly mastered, 
leading you to undertake complex actions and conversations with '■ 

Explore the rich, exotic world of Broken Sword, searching for 
vital clues that will help you unravel the sinister conspiracy. 
Experience a living, evolving story which unfolds around you. But 
watch out for those thiat would prefer vou dead. 

A sharp mind, a thJ^^Q||iith and a iye eye are all you 

need. 





Menus 

After launching the game, press START when prompted and the 
Main Menu will be displayed. Whilst playing the game, the Pause 
Menu can be accessed by pressing START. The menus can be 
navigated using either the left thumbstick right thumbstick or the 
D-Pad. Whilst in a menu, press START or the A button to select an 
option, and BACK or the B button to move back to a previous menu 
screen. The menu options are described below. 



Main Menu 

Once the game has loaded, and you have pressed START, you will be 
offered a menu with the following options. 

New Game: Select this option if you wish to start a new game. 

Load Game: Select this option if you wish to load a previously 
saved game. 



Options Menu: This option will offer you a list of the following in- 
game options: 

Sound Menu Allows you to adjust the sound levels. 

Subtitles - Provides the option to switch the subtitles on or off. 






Extras gallery: The options available are: 

• Background Material (always available). 
This provides background information to some ot the subjects 
covered in the game, as well as giving a summary of the previous 
Broken Sword gam i 

• Concept Art (only available on completion ot the game). Check 
out the concept art on completion of the game. 

Pause Menu 

Whilst playing the game, pressing START will pause the game, and 
display the Pause Menu. You will be offered the following options: 

Return to Game: Select this option to return to the game. 

Save Game: This option (when available) will allow you to s;i\ r e 
your game. See the Saving and Loading section for more details. 

Options Menu: The options are similar to those listed in the 
Main Menu section above. 

Quit Game: This option quits the game and returns you to the 
Main Menu. Be warned, if you quit without saving then your 
progress to that point will be lost. 





Game Controls 

We have endeavoured to make the controls simple and intuit i 
Whilst playing the first section, the game otters advice on .specific- 
controls by displaying pop-up messages. If you get stuck then 
please refer to the First Section Walkthrough (later in this manual) 
which details how to complete the first section. 

Xbox Controller configuration: 



Expansion slot A 



Expansion slot B 



Crouch/Creep 



Character Movement-' 

Scroll Inventory and 

Conversation Topics/ 

Navigate Menus 

Move back in Menus 

Pause Game/ 

Select a Menu Option 





In game - context sensitive 

In game - context sensitive 

In game - context sensitive / 

Menu-Back 

In game - context sensitive/ 

Menu - Select 

Inventory 



Scroll Inventory/ 

Scroll Conversation Topics/ 

Cycle between Multiple Highlights/ 

Navigate Marys 




Sct.J Inventory 
Scrol Conversation Topics/ 
Egcfa humiHi mWn mWyHBi 
How 



In Game: 

Left Thumbstick 



Right Thumbstick 

D-pad 

A button 
B button 

X button 
Y button 
Right Trigger 
Left Trigger 
Black button 
START 



Control movement of character, Scroll 

through inventory, Scroll through 

conversation topics. 

Scroll through inventory, Scroll through 

conversation topics, Cycle between multiple 

highlights. 

Scroll through inventory, Scroll through 
conversation topics, Cycle between multiple 

highlights. 

Primary action as indicated by the action map. 

Special actions as indicated hy the action map 
(usually examine). 

tal actions as indicated by the action-map. 
Special actions as indicated by the action-map. 
Run. 

Crouch / Creep when moving character. 
Display Inventory / Hide Inventory. 
Pause game - enter Pause Menu. 





In Menus: 

Left Thumbstick Navigate menu options. 

Right Thumbstick Navigate menu options. 

D-pad Navigate menu options. 

START Select an option. 

BACK Go back to the previous menu 

A button Select an option. 

B button Go back to the previous menu screen. 





Character Movement & Interaction: 

Use the left thumbstick to move your character. As an object or 
person is approached, with which your character can interact, a 
highlight appears over that object, ami icons on the action-map 
indicate what actions are possible. The action-map, which appears 
in the bottom right of the screen, maps to the main four buttons on 
the Xbox controller (A, B, X, Y). A specific action can be selected 
by pressing the appropriate button. 




[cons <iii 
action-map 

correspond to... 



... Action-map 
buttons on 
Controller 




When there are several objects with which you can interact, 
multiple highlights will appear. You can cycle between each 
highlight by using the right thumbstick or the D-pad. The action- 
map will change to show what actions are available for the 
specifically highlighted object. 



Multiple 
highlights on 

iii. 




The Inventory: 

Your characters can pick up and carry objects. The objects being 
carried the inventory - can be displayed by pressing the Black 
button. Whilst displaying the inventory, you can scroll through the 
selected objects by using the left or right thumbstick or the D-pad. 
If, when the inventory is displayed, a highlight indicates that you 
are close to an object or person, the action-map will give you the 
option to use the inventory item on that object or person. 
Some inventory objects can be used on each other - to do this, 
highlight the first item and press the 'combine' button to bring it 
forward. Then highlight the second object. If the two items can he 
combined then a 'combine symbol will be offered on the action- 
map. A selected item can be returned to the inventory by pressing 
the 'return item' button. 





Talking to someone: 

When you approach someone, your character can talk to them if a 
talk' icon appears on the action-map. Selecting the 'talk' icon will 
display a list of subjects. Using the left thumbstick, right 
thumbstick or the D-pad, you can then scroll through the subjects 
and select what you would like to talk about. It is always worth 
talking to people because they niav provide information that is 
necessary to proceed. Note: You cannot save your game during a 
conversation. See the Saving and Loading section for more detail. 




Moving boxes: 

Some boxes can be pulled and pushed. To move a box, press and 
hold the button corresponding to 'grab' and then move the 
character forwards or backwards. Boxes can only be slid onto a 
surface of the same height. Boxes can only be pulled backwards if 
iliac is an area onto which your character can Step after having 
grabbed the box. 




Climbing, dropping and shimmying: 

When you encounter a ledge or a wall, your character can jump up 
and grab it if the 'climb 1 icon is displayed on the action-map. The 
character can then drop by selecting the drop' icon. Whilst hanging 
from a wall, you may cause your character to shimmy in the 
required direction by pushing the left thumbstick. Your character 
needs to be close to and facing a ledge or wall before the climb' 
icon will appear. 




Examining and Scare 
§ftl!»you progress, it is 
earch for clues - bee 
Iter to progress! 
^Hhmmagc t 




ays worth taking the opportunity to 
information may be revealed that is vital 
ever possible use the search a person' 
a body, and 'examine' icon to take a 
d you. Remember that objects m your 



md this may also reveal a vital clue. 



Action Events: 

An Action Event is a situation in which your character is put in 
danger. You must determine what to do. Quickly. You should know 
that you are in an Action Event because of the context. You may 
need to move your character so that they can grab a ledge (as 
shown belowl, move towards an item, or simply react quickly to an 
option on tlie action-map. 





NOTE! Game progress cannot be saved during an Action Event! 
See the Saving and Loading section for more information. 

Notepad: 

Both George and Nico keep a note of key events that happen during 
their adventure. These can be accessed by highlighting the notepad 
in the inventory and pressing the 'examine' button. 





Action-map Symbols: 



fi^ri 



5 Interact with 
» ; an object. 




a person 




Examine 



Pick up an object 




a 



Talk to a person 



Grab a box or 

moveable object. 
Keep button pressed 
and move backwards 
or forwards 




Put an object down 
(when held rather 
than in inventory) 




Rotate a background 
object clockwise 




Rotate a background 
object anti-clot i 



Inventory: 

Press Black button to display inventory 




Bring item out of 
inventory to 
combine / Combine 
two items 



Exploring the environment: 



Climb wafflfet ledge, 
or jump tdflpib and 
hang froisEE top of 
a wall onBk. 




Return item to 
inventory 



Drop off a wall 
or ledge 



Note that when hanging from a wall, you may cause your character 
to shimmy by moving in the direction required 





Move to hug a wall 
or cliff face 



Mount railing 



s Step onto ladder 




I Return to normal 
control after hugging 
a wall or cliff face 



t Railing 



lump across gap 





Open a door 



^0l< Listen at a door or 



window 



I 



Look through a 

window 




rm choice 



Notepad: 



.rfi'X 




Turn notepad 
page forward 



>u: book 
page ha|H 




Exit from 
the notepad 




First Section Walkthrough: 

Spoiler Warning! It is suggested that you only read this 

walkthrough if you are really stuck. Oh well, go on then... 



As George conns around and 
finds himself in a burning 
aircraft. The Highlight is above 
the seat belt. Press ••jg)\ 

George will automatically 
release h i_ 'up. 





Walk towards the beer bottle 
and the highlight will appear 
above the bottle. 
Press <J»\ 

George will pick up the bottle. 




irge tries to walk into the 
cockpit then the plane will tilt 
and he will quickly step back. 
What you need is a counter 
balance, and the most likely 
object is that box of engine parts 
Before moving it, however, 
George will need to release t he- 
strap that holds it to the pole. 
To release the strap, walk to the 
strap and press ,^v. 




To drag the box, approach i t 
from the right-hand side. 

and hold 3jj 

George will stoop and grab the 
box Now move George 
backwards and he will drag the 
box into the central aisle. 



That box will need to be pushed 
to the back of the plane if it is 
going to work as a counter 
balance. Walk behind the box, 
and hold Sji 



Now keep pushing the box 
towards the baek of the plan 
until the box is right at the back. 



□ now walk into the 
cockpit. Here he finds the pilot, 
Harry, who has not yet come 
around. Trying to wake him has 
DO etfeet. Try searching him by 
pressing _ 



You will find a bottle opener. 








Remember that Harry was 
drinking beer - even as they 
approached the storm. Perhaps 
beer would act as the tonic to 
bring him back to consciousness! 
You will need to open the buttle. 
To do this, bring up the 
inventory. Scroll to the beer 
bottle and press ^2% 

This brings the bottle forward. 

Now scroll to the bottle opener 
and press 

This has the effect of using the 
opener to open the bottle - 
leaving you with an open bottle 
of beer! 



Now you can bring Harry around 
by wafting the beer under his 
nose. To do this, select the 
inventory |if the inventory is not 
already displayed). Scroll until 
the open beer is selected, and 
then press Z®} to 'use the bo 
on Harry'. ^ : 

This should successfully rouse 
him! 





Now to get out! The door at the 
back is too badly damaged to 
open, so getting out through the 
windscreen is the only option. 
You will need something to 
smash it! 

Walk George to the fire 
extinguisher. You will see that 
several highlight symbols appear 
- both the windscreen and the 
fire extinguisher. You can cycle 
between the multiple highlights 
by using the right thumbstick or 
D-pad. Highlight the tire 
extinguisher and press 



Now George is holding the fire 
extinguisher, and he has several 
options. The windscreen, the 
floor, and Harry are highlighted. 
Again, you can switch between 
the multiple highlights. Select 
the windscreen (unless you want 
to try squirting Harry), and 

cm 



George will throw the 
extinguisher out of the window. 
Freedom beckons... Interact with 
the window, and trying to climb 
out. But you find that more 

led at the back. 
What else is heavy and can 

Iry 1 bv 




Several subjects are offered. 
Talk to him about the plane 
tilts' option and he will offer to 
go to the hack. Off he goes. 
Maybe now ... 

Walk up to the window and 
climb out by pressing t ij^ 




As you climb out, strict 
instructions are given to Harry. 
Strict instructions which he 
ignores. With both George and 
Harry at the front, the plane 
plummets over the edge. Luckily 
you are both thrown onto an 
overhanging ledge! 

Jumping and climbing is also 
controlled through the action- 
map. To jump across the gap 
press .JS- 




Then pull yourself onto the ledge 

with Harry by pressing 



Having finished the convei 
with Harry, you are off in search 
of the Professor. As you stand on 
a cracked ledge it m. ins to break 
away. You are in Danger! You 
must move to the right and jump 
over to safety. This time around 
it doesn't matter if you fail to 
react to the threat. Next time 
you may not be so lucky... 




As you approach the next cliff, 
the ledge narrows. You will 
need to hug the cliff and 
sidestep. To get into this 
position pn 



On the other side, return 
to normal control by 
pressing 



Continue across the cliff, 
pressing vC* 



to climb up and 
to climb down. 




While hanging, and if there is 
space, you may be able to get 
George to swing along a ledge by 
moving him in the direction that 
you want him to move. 



Now you are on your own 
Good luck and enjoy. 




SAVING AND LOADING 

Saving a game: 

During the game, when you want to save your progress, pause the 
game and select the Save Game option on the Pause Menu. On the 
Save ( ,.>m. screen you have a selection of four slots in which to 
save your game progress. Simply select a slot and press A to save 
the game. If you have no free empty slots, you can choose to 
overwrite a previous save, hut he careful as doing so will delete the 
previous save data within that game slot. 

Note: At certain times in the game the option to save will not be 
available. These include Action Events, during key plot 
developments and when George or Nico are interacting with 
objects, people or the environment. 




Loading a previously saved game: 

Previously saved games can be loaded from the Load Game option 
on the Main Menu. The load game screen details the section and 
lime at which each ol the saves slots were created. Simply pick the 
game you want to load and you will be returned to the game at the 
point you saved. 

End of game save: 

When you complete the game, you are given the option to save the 
Game Complete data. This does not replace any of your save slots, 
but will allow you to access the Concept Art section next time the 
game is started. If you choose not to save at the end of the game, 
you will need to complete the game again to unlock the Concept 
Art section. 
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License Agreement 

Youi us t oi the file i-- evidence of jroui agreement to be hound by the 

In in-. 

1. OWNERSHIP. The Software is and shall remain a proprietary product 
of THQ and its suppliers. THQ and its suppliers shall retain ownership of 
all patents, copyrights, trademarks, trade names, trade secrets and other 
proprietary rights relating to or residing in the Software. Except as 
provided in Section 2, you shall have no right, title or interest in or to the 
Software. The Software is licensed, not sold, to you for use only under the 
terms of this Agreement. It you agree to be hound by all of the terms of 
tins Agreement, you will only own the media on which the Software has 

been provided and not the Software itself. 

2. GRANT OF LICENCE. THQ grants you a non-exclusive, non- 
i ransferable right to use one copy of the Software in the country in which 

quired the Sottwarc ior your own personal use. All other rights are 
expressly reserved by THQ. You may not: (a) install the Software on 
multiple computers, timeshare the Software, or make it available to 
multiple persons, (b) reverse-engineer or decompile the Software, or (c| 
export the Software. You may make one copy of the Software sold) lot 
purposes of having a backup copy, provided that you reproduce on that 
copy all copyright notices and any other confidentiality or proprietary 
legends that are on the original copy of the Software. You understand that 
THQ or its suppliers may update the Software at any time and in doing 

iiis no obligation to furnish such updates to you pursuant to this 
Agreement. 

3. LIMITED WARRANTY. THQ International warrants to the original 
purchaser ol this THQ International product that the medium on which 
the computer program is recorded i- tree trom defects in materials and 
workmanship for a period of ninety (90) days from the date oi purchase. 
This THQ International software is sold "as is", without express or 
implied warranty of any kind resulting from use of this program. THQ 
International agrees ior a period ol mnetv j90l days to either repair oi 

replace, at its option, tree of charge, any THQ International product, 
postage paid, with proof of purchase, at its Customer Service centre. 
Replacement of this Game Disc, free oi charge to the original purchaser 
is the lull extent ol our liability. Please allow 28 days from dispatch for 
return oi youi Game Disc. 

This warranty is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect in the THQ 
International product n through abuse, unreasonable use, 

mistreatment or ncgld|BflS WARRANTY IS IN LIEU OF ALL Oil II K 
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
ANY NATURE SHALL Bt BINDING OR OBLIGATE THQ 
INTERNATIONAlJLn D WARRA." APPLICABILITY 

TO IIIIS SOFTWARE PRODUCT. INCH \N III S OI 

MEKCI I AN LABILITY AND FI'I M ss FOR A PARTICULAR PURPOSE, 
\KI LIMITED NINE IT (901 DAY PERIOD DESCRIBED 




ABOVE. IN NO EVENT WILL THQ INTERNATIONAL BE LIABLE FOR 
ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL AMAGES 
RESULTINC I ROM P( >SS1 SSK IN, USE OR MALFUNCTION Ol 
THQ INTERNATIONAL PRODUCT. THIS IN NO WAY AFFECTS 
YOUR STATUTORY RIGHTS. 

This computer program and its associated documentation and materials 
are protected by both National and International copyright law. Storage 
m .1 retrieval system, reproduction, translation, hiring, lending, broad- 
casting and public performances are prohibited without express written 
permission of THQ International. 

4. LIMITATION OF LIABILITY. IN NO EVENT SHALL THQ 
AGGREGATE LIABILITY IN CONNECTION WITH THIS 
AGREEMENT AND THE SOFTWARE, REGARDLESS OF THE FORM 
OF THE ACTION GIVING RISE TO SUCH LIABILITY (WHETHER IN 
CONTRACT, TORT OR OTHERWISE), EXCEED THE LICENSE. 1 I is 
RECEIVE] > II Y THQ FOR THE SOFTWARE. NO THQ SUPPLIER SI I ML 
HAVE ANY LIABILITY WHATSOEVER UNDER THIS AGREEMENT. 
IN NO EVENT SHALL THQ OR THQ SUPPLIERS BE LIABLE FOR ANY 
INDIRECT, EXEMPLARY, SPECIAL, CONSEQUENTIAL OR 
INCIDENTAL DAMAGES OF ANY KIND (INCLUDING WITHOUT 
LIMITATION LOST PROFITS), EVEN IF THQ OR SUCH SUPPLIER 
HAS BEEN ADVISED Of THE POSSIBILITY OF SUCH DAMAGES. 
SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR 
I X( FUSION OF LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES SO THE ABOVE LIMITATION OR EXCLUSION MAY N( VI 
APPLY TO YOU. THQ SHALL NOT BE LIABLE FOR ANY CLAIMS OF 
THIRD PARTIES RELATING TO THE SOFTWARE. THE LIMITED 
WARRANTY, LIMITED REMEDIES AND LIMITED LIABILITY 
ISIONS CONTAINED IN THIS AGREEMENT ARE 
FUNDAMENTAL PARTS OF THE BASIS OF THQ BARGAIN 
HEREUNDER, AND THQ WOULD NOT BE ABLE TO PROVIDE THE 
SOFTWARE TO YOU WITHOUT SUCH LIMITATIONS. SOME 
JURISDICTIONS DO NOT ALLOW THE LIMITATION OR 
EXCLUSION OF LIABILITY, SO THE ABOVE DISCLAIMER MAY NOT 
APPLY TO YOU, IN WHICH CASE THE DURATION OF ANY SUCH 
LIMITATION OR EXCLUSION OF LIABILITY IS LIMITED TO NINETY 
(901 DAYS FROM THE DATE THE SOFTWARE IS RECEIVED BY YOU. 
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>YOU SPECIFIC LEGAL RIGHTS. YOU MAY 
SHTS WHICH VARY FROM JURISDICTION 

^y terminate this Agreement at any time. This 

■ automatically upon your breach of any term 

rmination, you shall destroy the Software and 

made pursuant to the Agreement. 
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